Samantha Oddie
Game Design Document

Game Title, PEGI Rating and target audience-
The Title of the game is Eschewal. It will be a PEGI 16 rated game that is targeted to teens and young adults.

Brief Game Story Summary and flow-
In order to complete the game the player must find objects and keys to unlock the door and escape. To start with the player wakes up tied to a chair next to a pile of corpses when the demon appears. The demon will explain why the person is there and explain the rules and tell them about the time limit. The demon will then put a lighter in the players pocket, release them then the lights in the room go out.

When the player gets the lighter and turns it on the demon scares them by appearing in front of them to say their time starts now before backing off. The player must go to the bookshelf and look through the books to find a torch and a key. The key must be used in the right drawn in the desk to obtain batteries for the torch which will allow the player to find the next key which is in the flowerpot. The key in the flowerpot will unlock the locker and inside the player will find a shirt, a magnet and a locked briefcase. The player must use the magnet to move a key through the pipes in the wardrobe to get them and unlock the briefcase. Inside the case the player will find a diary with a page bookmarked. On the page it will say a title of a book and a page number. The player must then find the book and number to discover a code for the locked right side of the draw. Inside will be a mirror which must then be used to see a code written on the wall outside the room through the barred window. The code will then unlock the door.

Characters-
There are two characters in the game, the player and the Demon. The player has no design as the game is first person but the demon is an alien like creature with long limbs, sharp teeth and claws, a small tail and elf-like ears (refer to Fig 1 and 2 for reference).
[image: ][image: ]
(Fig 1)               Concept art of the demon               (Fig 2)

Gameplay-
The game is an escape room type game where the player has to complete puzzles in order to unlock doors and escape. the survival aspect of the game is brought in the form of a demon (name unknown) who has kidnapped and placed the player in said building. The demon desires to scare the player and make their escape more difficult and more fun for itself by jumpscaring them, moving important objects and killing them if the player does not escape the room in the time they have been given.

Game World-
The game is set in the 20th century in an old run down 1860s mansion. The furniture and decorations in the mansion are old fashioned and run down but there are some modern things such as electricity (in some rooms) lockers etc. Although the game is leveled so that the player has to escape each room in order to escape completely due to the time limit for the game duration and how long we have to make this game only one level will be made where the player must escape a small room attached to a bedroom for the first level.

Gameplay Mechanics-
In the game the player is able to interact with certain things in order to complete puzzles and escape the room. The main things that can be interacted with in the first level is the:
· The bookshelf
· The books
· A lighter
· A torch
· Keys
· Batteries
· A desk
· Draws
· A flowerpot
· A locker
· A magnet
· A briefcase
· A cupboard
· Pips (with a key inside)
· A mirror
· The door

The main hazard in the game is the demon itself which kills the player if time runs out of if agitated by the player doing things its been told not to. The demon can also be interacted with to get clues and it can interact with the environment to turn off lights, move items etc.

Enemies and boss characters- 
The demon is the only enemy (besides time) and boss character. It is the demon who has to be defeated by escaping and completing the game.

Cutscenes-
There is a cutscene at the start of the game which introduces the characters, the rules of the game etc. 

Bonus Materials-
There are no bonus materials such as multiplayer, achievements etc.

Level Design and structure-
The first level is designed to be relatively easy to get the player used to the game mechanics and controls and so that they have a chance to complete the level before the 7 minute time limit. Making the room compact and small will allow the player to get used to the flow of the game and discover how things work such as what can be interacted with, what the demon does and can do, where the most likely places are to find keys and objects etc.

Game Production Diary

	Date
	Activity
	Details
	Tools Used
	Images

	30/09/19
	Introduction to class
	Got introduced to the class, went over the module and tasks and discussed what game genres we were going to do
	Internet,
Computer 
	

	07/10/19
	Experiment with game ideas
	Came up with different game ideas, and experimented with gameplay and characters until one idea was chosen then proceeded to do concept art of the room and AI.
	Sketchpad, Pen, Pencil
	[image: ][image: ][image: ]

	11/10/19
(outside university hours)
	Digital concept art
	Refined the demons design and drew it digitally.
	Computer, Photoshop
	[image: ]

	14/10/19
	Making a Game Presentation
	Started making a presentation on the game that explained the setting, rules, gameplay process etc.
	Computer, Google Docs, Internet
	[image: ]

	21/10/19
	Presenting
	Did a presentation on the game idea and went through the level design, process, the AI, the objectives etc.
	Computer, Google Docs, Internet
	[image: ][image: ]

[image: ][image: ]

	28/10/19
	Unreal Engine Introduction
	Introduction into unreal to learn how it works, how to interact in it etc.
	Computer, Unreal Engine
	[image: ]

	04/11/19
	Experimenting in Unreal
	Started creating the game level in unreal and experimenting with settings.
	Computer, Unreal Engine
	

	11/11/19
	Maya Introduction and 3D Modeling Practice Part 1
	Our tutor introduced us to the Maya software and showed us how to use it by making a 3D model from scratch 
	Computer, Maya
	[image: ]

	18/11/19
	3D Modeling Practice Part 2
	Part 2 of 3D modeling practice. We finish creating the model and edited it so it was ready to be exported and put into Unreal Engine as a prop.
	Computer, Maya Internet, Youtube
	[image: ]

	25/11/19
	Began Write up Tasks
	Began writing the game production diary, game design document and self-reflective evaluation.
	Computer, Google Docs, Internet
	[image: ]

	02/12/19
	Continuing Write up Tasks
	Continued work on the wrighting tasks focusing on the self-reflection evaluation.
	Computer, Google Docs, Internet
	

	09/12/19
	Project hand in
	Handing in the project and give presentation.
	Computer, Google Docs, Internet, moodle, google slides
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complete puzzles in order to unlock doors and escape. the
survival aspect of the game is brought in the form of a demon
(name unknown) who has kidnapped and placed the player in
said building. The demon desires to scare the player and make
their escape more difficult and more fun for itself by jumpscaring
them, moving important objects and killing them if the player
does not escape the room in the time they have been given.
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# The definition of eschewal is the act or a means of getting or N
keeping away from something undesirable (the building and the
demon). It is because of this definition that eschewal was
chosen for the title as it defines the objective of the game and
sounds rather mysterious.





image6.png
@an

o
Setting”™

¢ The game is set in the 20th century in a old run down 1860s
mansion. The furniture and decorations in the mansion are old
fashioned and run down but there are some modern things
such as electricity (in some rooms) lockers etc. although the
game could be leveled so that the player has to escape each
room in order to escape completely due to the time limit this
game will only be one level where the player must escape a
small room attached to a bedroom for the first level. wyﬁp ,f’
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The main colours for the game are dark, grey metallic and wooden with a ™
1860s vibe. Windows in the mansion are boarded up so no light will be able
to get through.

Light from a lighter will be a soft orange color and will only illuminate about
half a meter in front of the character.

Light from a torch will be a harsh white/blue

As the game goes on and the timer reaches 1 minute left the lighting in the
room will fade to a red colour.

When given clues a orange/yellow light will illuminate an area where the
player needs to go or investigate.

P The demon is an important part of the game at the beginning it is the demon which will explain the game and the
rules. The demon willtry ts hardest to make the player waste time by jumpscaring them, moving objects and
commenting at random times. The demon will also offer 3 clues to the player but once a clue has been asked for
the demon takes a minute offthe remaining time (3 mintes total). You can ask the demon for a clue by going up
o t and interacting with it. The demon will also kil the player at the end of the game if time runs out.

The design for the demon is a mixture between the creature from alien and a enderman from the game minecraft.
Ithas a helmet type growth on its head, sharp teeth two eif-lie ears a long skeletal body with pinkish markings
the main colour of the demon is grey and black allowing it to blend in with the darkness and make it easier to
scare the player. The demon lacs eyes but has a powerful sense of smell which is how it picks its victims. The
demon stands upright on two legs and hunches over to where his claws are almost touching the floor but when it
moves it does 5o on all four limbs.

In the game the demon will reveal things when randomly commenting such as why it kidnaps people and why
. there are no windows (important at the end of the game)
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